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As﻿ the﻿ history﻿ of﻿ computer-assisted﻿ language﻿ learning﻿ (CALL)﻿ often﻿ makes﻿ clear,﻿ however,﻿
















videos,﻿gaming﻿ tips﻿ and﻿ tricks,﻿ story-telling,﻿ and﻿drama.﻿ In﻿ the﻿context﻿of﻿ this﻿paper,﻿3D﻿virtual﻿
worlds﻿ (VWs)﻿ are﻿defined﻿ in﻿ a﻿more﻿ formal,﻿ structured﻿way,﻿ as﻿participants﻿ typically﻿ arrange﻿ to﻿
















International Journal of Computer-Assisted Language Learning and Teaching











2.2. Immersion in 3D Virtual environments
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Table 2. A detailed overview of week 1’s learning activities in the teacher training course
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machinima﻿ productions﻿ was﻿ very﻿ constructive﻿ and﻿ included﻿ many﻿ useful﻿ tips﻿ for﻿ improvements.﻿
Additionally,﻿ the﻿ encouraging﻿ feedback﻿ from﻿ facilitators﻿ triggered﻿ further﻿ interaction﻿ among﻿ the﻿
participants﻿and﻿thus﻿an﻿observable﻿enhancement﻿in﻿the﻿quality﻿of﻿completed﻿machinima﻿contributions﻿
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Figure 1. Letty’s hair goes on tour
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virtual﻿spaces﻿and﻿environments﻿ influence﻿ learning﻿events,﻿ just﻿as﻿students’﻿and﻿ teachers’﻿virtual﻿
representations﻿of﻿their﻿own﻿identity﻿do﻿through﻿their﻿embodied﻿social﻿presence﻿in﻿the﻿shape﻿of﻿avatars.
Figure 2. A typical Swedish house on Kamimo Island in SL
Figure 3. People sitting around a conference table on Avalon Island
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Figure 4. Facilitator lecturing in a meditation pose (@UWE 2013)
Figure 5. Teacher floating in front of the presentation board (@UWE 2013)
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Figure 6. Different appearance of self
Figure 7. Images of self
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that﻿ teachers﻿ considered﻿ the﻿ creation﻿ process﻿ more﻿ important﻿ than﻿ the﻿ quality﻿ of﻿ the﻿ completed﻿
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Figure 8. Excerpts of Machinima Productions Note: For video examples of machinima, see [https://www.youtube.com/
watch?v=GopJmoH3-s4&feature=youtu.be]
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This﻿paper﻿ investigated﻿qualitative﻿ findings﻿arising﻿from﻿a﻿ teacher﻿ training﻿course﻿on﻿machinima﻿
production﻿from﻿the﻿CAMELOT﻿project,﻿ the﻿first﻿ largescale,﻿multinational﻿project﻿ to﻿explore﻿ the﻿




The﻿ main﻿ findings﻿ drawn﻿ from﻿ the﻿ qualitative﻿ data﻿ underlined﻿ that﻿ the﻿ teachers﻿ identified﻿
machinima﻿as﻿a﻿potentially﻿powerful﻿tool﻿to﻿aid﻿their﻿learners’﻿language﻿learning﻿development﻿and﻿
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